
Computer Science  
This exploratory class teaches that programming goes beyond the 
virtual world into the physical world. You will be challenged to 

creatively use sensors and a variety of outputs to develop systems that interact with 
their environment. You will code and upload programs to micro:bits that perform a 
variety of tasks. This course is designed to broaden your understanding of computer 
science concepts. 
 

Unit 1:  
Blink 

You will learn to use algorithmic thinking as you prepare to code. You 
will use block-based coding to create and download programs to a 
device called a micro:bit. You will also learn processes and gain skills 
to debug programs starting with pre-bugged programs. Then, you’ll 
apply these skills to their own project where you code a blinking 
message on a device. 
 

Unit 2:  
The Ins and 
Outs 

You will explore a variety of sensors and outputs in physical computing 
projects. Using different materials to transfer electrical signals, such as 
conductive thread, alligator clips, and copper tape, you will create your 
own input device—a sensor or switch—to interact with a program you 
develop on the micro:bit. Then you will use these skills in the lesson’s 
project to design, develop, and program a system to protect safes and 
secrets. 
 

Unit 3:  
Program the 
Physical World 

You will apply all of your physical computing knowledge and skills as 
you design and create one of three problem options. Options include 
programming and creating a piece of wearable tech, an interactive art 
exhibit, or a device to help a person or animal complete a task.   

 

Throughout the units, you will be expected to:  
 learn terms and vocabulary associated with what you are studying 
 work as a member of a team 
 solve problems presented to you 
 learn to rely on your own skills and the skills of your teammates to solve 

problems 
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App Creators   
 
This exploratory class exposes students to computer science as a 

means of analyzing and developing solutions to authentic problems through mobile 
app development, and will show the positive impact of the application of computer 
science to other disciplines and to society. 
 

Unit 1:  
Let’s Create an 
App 

You will learn to develop apps using the MIT App Inventor 
development tool. You will learn about the Model-View-Controller 
(MVC) design pattern, app graphical design, event-driven 
programming, debugging, and algorithm creation using variables and 
conditional logic. You create engaging biomedical science apps and 
fun interactive games that apply these concepts and use basic user 
interface features, media, and animation. 

Unit 2:  
Taking it to the 
Next Level 

You will explore the concepts investigated in Lesson 1 and build upon 
their skills to use data in mobile applications. You will create algorithms 
using loops to streamline repetition and iterate through lists, and create 
procedures to abstract the details of a task and reduce redundancy. 
You learn to organize and store data collected from user input and 
device sensors. 

Unit 3:  
The App 
Challenge  

You will apply all of the knowledge and skills you have acquired to 
design and create a mobile app solution for a personal or community 
problem. You must apply the design process and computational 
thinking skills to decompose the problem into smaller parts. Following 
user-centered design principles, you design and create an appropriate 
user interface and program the app to produce the desired behavior. 

 

Throughout the units, you will be expected to:  
 learn terms and vocabulary associated with what you are studying 
 work as a member of a team 
 solve problems presented to you 
 learn to rely on your own skills and the skills of your teammates to solve 

problems 
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